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INTRODUCTION
Digital games have become a dominant form of
recreation for all ages and can help stimulate our thinking and
influence our behavior. For libraries, the gamification of the
research process has helped us reach students in new and
exciting ways that are both interactive and entertaining.
Applying the game mentality to our research tutorials,
we built an online “Choose Your Own Research Adventure”
interactive game to help students experience both the positive
and negative outcomes of their research choices. As part of the
game, students are provided with multiple options for
completing each step of their research. Choose a topic that is
too broad or too narrow, what will you find? Start searching
with Google or a library database, where will it lead? These
questions and more can all help students develop their research
skills through our interactive online game, with multiple steps
of the research process broken down to show where each path,
right or wrong, can lead them. This paper will address how we
decided on a “Choose Your Own” format for our tutorial and
the process of creating an interactive research game that can be
utilized by all types of learners.

RATIONALE FOR THE INTERACTIVE TUTORIAL
At our institution, library instruction generally falls
within four categories: face-to-face (f2f) individual course
instruction sessions, embedded librarianship through the
learning management system, video tutorials posted on our
library website, and an optional 200-level two credit Research
Skills and Strategies course that is offered for students in both
the Fall and Spring semesters. Our f2f and embedded pages are
completed upon the request of the faculty or course instructor,
and while we do not actively advertise our tutorials page on the
website, we do frequently post links or embed our video
tutorials in our embedded courses.
-TO GOOGLE THIS, TURN TO PAGE 42: BUILDING A “CHOOSE…-

Between our various forms of instruction, we reach
approximately 1200 to 1500 students per semester, with some
duplication for students who have multiple embedded courses
or f2f sessions in different classes. When working with an FTE
of 3000 students, potentially reaching half, while satisfying,
still leaves over 1000 students who may not be receiving any
type of library or research-related help. And though we would
like to meet with every student in every class, it is not
financially or physically feasible based on manpower and time,
a problem that has been noted as one of the key causes for
libraries creating online tutorials (Stiwinter, 2013, p. 16).
Additionally, in an effort to support local and national trends,
our university has pushed for an increase in the number of
online courses, which means we are bound to lose some
instructional interaction with our students.
In an effort to be more proactive, we asked our faculty
what topics they would most like to see in library tutorials, with
the number one request being the research process. Faculty
advised that a large portion of their students seemed unsure of
how to develop research questions and search for information,
which came as no surprise as the population on our campus
includes a number of non-traditional students. Because of this
confusion, instructors were spending extra time in class
covering and reviewing how to complete research for multiple
assignments. To help save time and properly educate students,
instructors wanted something they could direct their students to
for more information and self-paced learning. Building these
tutorials would also benefit our online faculty, especially those
who may not utilize our embedded librarian service, as they
could share links or embed the videos themselves within their
online course as needed.
Once the topic was chosen and our decision to create
new online tutorials was made, the question became, in what
format should they be presented? Video tutorials seemed the
most useful as they could be watched repeatedly to see what is
done. However we already have a number of video tutorials that
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cover a variety of topics. We wanted to present the research
process in a more engaging way. We wanted to provide students
with the opportunity to interact with the multiple steps of the
research process, seeing how their decisions, good or bad, in each
step could influence the outcome of their work. But how do we
do this? How do we build and easily maintain an interactive
online tutorial without facing a steep learning curve and keeping
with accessibility concerns? In our case, we chose to build a
“Choose Your Own Adventure” style game, where each choice
influences how you progress and if you will ultimately succeed.
As it turns out, choosing the style of our game was only the first
stage of a continuously evolving project.

STAGES OF DEVELOPMENT
Game playing in library instruction is not a new
concept. Broussard (2012) lists a variety of game types that
have been used in library instruction over the years, including
trivia games, role-playing games, casual games, games that mix
physical and virtual elements, alternate reality games, and
social games. She goes on to point out that most of these
instructional tools are more puzzles than true games, which is
okay, as adding game elements builds a level of active learning
and can make tutorials more fun (pp. 85). Based on this idea,
our “Choose Your Own Research Adventure” style of tutorial
could also be considered more of a puzzle, but we choose to call
it a game as it contains game elements.
Originally we had planned to build a role-playing
game (RPG) for our research adventure, however we quickly
realized that using even the free RPG software that is available
would require more time and work to overcome the steep
learning curve then we were willing to give, and it would still
not have the look and feel that we wanted. So we scrapped that
idea and looked at building something from the skills and
knowledge we already had. In this case, a website.
Google Sites
We chose to use Google Sites, as it is already attached
to our university email and is a tool we regularly use within our
online credit course. We know that students should have no
problem accessing the website, an issue that could have arisen
with the RPG, and that we could include screenshots and videos
within the site to help students through the game. So with the
website idea in place, the question then became, what is the
theme of our “Choose Your Own Research Adventure” game
and how do we present it on the website?
According to Broussand (2012) some of the best
practices when building a game include keeping it simple,
knowing how to market your game and having a plan for using
it, and making it fun. Keeping these practices in mind, we
began our website by building a structural outline for our story.
We kept it simple, the seven steps of the research process:
•

Chapter 1: Choosing a Topic

•

Chapter 2: Finding Background Information
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•

Chapter 3: Finding Books

•

Chapter 4: Finding Articles

•

Chapter 5: Finding Digital Media

•

Chapter 6: Evaluating Web Resources

•

Chapter 7: Citing Sources

The outline provided the basis for the branches of our
storyline, with each chapter offering different options or paths
to take to progress through the story, with each progressive step
having its own set of paths to then follow. In all, there became
28 different steps as part of the overall story including right
answers, misleading answers, an introduction, and a conclusion.
Each step was set to be concise in how it presented information.
We wanted them to be long enough to make our point, but not
so long that we would lose the interest of the reader. We also
wanted to provide a current and evolving topic for the research
adventure that would keep the students’ interest. The
‘legalization of marijuana’ was chosen as our beginning topic
as most people have some type of opinion on this current
subject.
As the first model of our game, the “Choose Your Own
Research Adventure” Google site (https://sites.google.com/
a/miamioh.edu/choose-your-own-research-adventure/)
was
easy to build and update, offered a nice layout with a menu for
students who wanted to start at various chapters, and allowed
for the addition of screenshots and videos to provide more detail
within chapters. However, the location for images and videos is
restricted by website formatting, and evolving to use just videos
without text was not possible. Ultimately, we wanted to have a
more “Choose Your Own” feel to our game, and less of a
website feel.
Twine
By chance, we stumbled upon an online resource
called Twine, an “open-source tool for telling nonlinear stories”
(http://twinery.org/). Twine is a browser-based resource that
allows the user to build “Choose Your Own” style stories or
games and then download them as an HTML file that can be
uploaded as the user sees fit. Using Twine, we were able to keep
the online story-based format, but without the website feel. We
simply took the chapter text and paths that we had written as
part of our storyline and reposted them in our Twine storyboard.
We utilized HTML tags within the appropriate sections of our
Twine game to add the same images and videos that we had first
used to aid the flow of some of the chapters in our website. As
it is HTML based, we were able to build the finished game as a
page on our library website (http://www.mid.miamioh.edu/
library/chooseyourown/), which we could not do with the
Google site.
Despite all of the positives of Twine, it is not a perfect
tool. As a browser-based product, if you clear your history and
forget to download your HTML file, you can lose your story.
There is no menu option so there is no way to start at a later
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chapter of the game. If you are not familiar with HTML, it can
be confusing on how to add images and video, however there is
a nice wiki and Twine community that can walk you through
these steps. Lastly, the layout for the story provides back arrows
on screen to return to a previous page. If a student should go
through all of the story and make a mistake in Chapter 6 and
choose the back button in the browser verses the back arrow,
they will return to the beginning of the game, not just go back a
step. This can be very frustrating.
Even with these issues, we still chose to use Twine
over Google Sites for the text-based game due to its visual
layout and more classic “Choose Your Own Adventure”
mobility. But this is not the final stage of our game. While we
may have given up on the RPG (at least for now) we would still
like to offer more video tutorials for students who prefer to learn
by watching verses reading. We often use screencasts to
highlight different online resources, including our catalog and
databases, and would like to incorporate the storyline of our
“Choose Your Own Research Adventure” game into this format
as well.
Adventr
Just as we stumbled upon Twine, we were also fortunate
enough to be introduced to Adventr. Adventr is an online
platform that allows you to use multiple video clips to create
interactive videos in which the user can choose their own path.
(http://www.adventr.tv/). As a web-based product, Adventr does
not require any coding knowledge or downloading of materials.
Instead, you can easily upload any videos you wish to link
together and then build a path from one to another, just as we did
with the links in our Twine story. When you wish to connect
videos, a button link is provided at the end of your current video
to allow the user to choose which video they will watch next. The
one drawback for this system is that you can be restricted on the
number of words you put on the button as there is a limited
amount of space. Another issue is that there are no menu options
or back buttons for the videos, so if students make a mistake, they
have to start at the beginning of the game. One suggestion to
combat this is to have chapter videos that are available in addition
to the entire research adventure tutorial. Another downside is the
number of videos that have to be recorded and kept up to date.
That is not an Adventr issue specifically, but it is a concern for
creating the tutorial using this method. One last issue that can
arise from using Adventr is the length of time it takes for new
accounts to be created. This is a very popular platform, so when
a user first signs up, they may have to wait months for their
account to be approved and become active.
The development of the Adventr videos is still
ongoing. Questions about using cartoons, verses live action,
verses simple screencasts are still being debated. Ultimately, we
plan to keep both the text-based and video-based games as
options for librarians and faculty to share with students to help
cover not only the preferences of different types of learners but
also to address accessibility concerns.
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HURDLES AND FUTURE DEVELOPMENT
When creating our online tutorials, two big questions
arose: Are students going to use these tutorials? And will they be
able to successfully complete research process tasks after
watching or reading them? As stated previously, most of our
online tutorials are shared within our embedded courses, we do
not generally advertise the tutorials. However, we have started to
highlight our tutorials within our blog and as a featured research
tool on our website, which is posted as a link separate from the
tutorials page. We hope to put them directly at the point of need
when possible. With one game type finished and another version
being developed, we want to ensure that our work is helpful to
students and in a format they would like to use.
As far as the effectiveness of our research adventure
game, we are still considering how to best assess it. Adventr
offers the analytics to see how often a tutorial is viewed, but
this does not show effectiveness. Silver and Nickel (2005)
along with numerous other studies, have shown that online
instruction is often just as effective as classroom instruction and
that a high number of students prefer online over classroom
instruction (p. 395). Assuming this holds true for our students,
it is even more important to assess the tutorial. One plan is to
hold small group sessions to test out our tutorial, perhaps
offering a giveaway to participants. Whatever the method,
assessment will become part of our future tutorial routine.

CONCLUSION
Since its inception, our online tutorial game has gone
through varying stages of development. From storyboards to
websites to screencasts, the game has progressed to have more
options for interactivity to help support all types of learners,
including auditory, visual, and tactile. Using interactive and
unconventional methods of teaching can create a lasting
impression on students. The goal of our online game is to help
students remember how to use these methods in future research
projects.
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